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The St Paul's scheme of work Jor Computer Science i o bespoke curriculum that uses resources from units inv the: Purple Mashy scheme of works and, the NCCE Teach
Computing curriculums Other physical resources eg. Lego Spike, Kubo; Bee Bots and, BBC Micro it are also- used, to- enhance the curriculum:  The unite from Purple
Mash and, the NCCE gine teachers frameworks to plar lessons from and examples of activities and, skills to teachs  Onwce children have hads opportunities to learn and,

Scaffolding Task Type Examples of how to provide these opportunities

Most, scaffolded, Copying code Give the childrers examples of code to copy

Targeted tasks Read ands understand, code.

Remix code to- achiese o particular outcome.

Debug code.

Childrery use printed; snippets of. code to- learr to read; it
Unplugged, actirvities to- explair tasks.

Shared, coding Share challenge activities as o class or group on the whitehoard
Complete o guided actinvity as a class:

Share methods to create a class

Guided exploration Explore o limited, repertoire of commands:

Use questioning to- support childrerys learning
Use PRIMM appl\oa,c/u Predict-Rum—InMesﬁgate-Modj%y-Make

Project: desigrv and, code: | Projects (imitiate, innosate, irment, remiix)

Use example projects fromv the dCode actinvities and, the: challenges ab the end: of. eachs guided activitiy to- help
scaffold, childrervs leaming,

Use Iree code to create a project that imitates o high- quality example:

Least scalfolded Tinkening Use free, code to- explore freelyy

(Adapted, from, Purple Mash, and, work by J ane Waite, - Compufing ab Schools)
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Pr\ogmmming; Framemworks

Wher teaching a, programming concept; there are tiwo- useful, frameworks to- use to ensure leamers are not; overwhelmed, withs the: concepts being taught.  These
frameworks are suggested, inv the NCCE Teach, Computing Curriculum: The finst framemwork i called, Leaels o abstractions When programming, there are four lenvels
thats carv help describe a project:  Reseanchs suggests that this structure carv support learners in understanding how to create: a programs and, how it works:

Task — what is needed,

Designy — what, i should, do-

Code — how i is done

Running the code: — what it does

The second framework is called Use~ Modify-Create. The learner uses a programy first before modifying, i to- create their owry programs The diagram below-
explains this process.

“Not mine” “Mine”

D ) Dy

N

(Takerv from, NCCE)
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Progmm Desfugn.

When o child is readiy to desigr their own programy it is important Jor them to- plan what the program s going to- do. A blank, desigrn template s ab the end, of this
document: It can be modified to- suibs the needs of the project; being planned: These are some examples of design templates that: could, be used:

Example of o program design sheet

Task Background Algorithm

Get a fish to swim
from one side of

1. F — 16 steps

the screen to the 2. « l16steps
other and back 3. Stop
again

(Takerv from NCCE Teaching Programming 5-11 year olds)

to- their need:  This type of scaffolding can be very useful, for supporting childrery withy SEND.  This supporty will: enables children to- create arv effectine desigr
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Anv example of o scaffolded desigr template.

Artwork Algorithm

Choose a sprite: When the program starts

Move the ball to the start position
@ Repeatedly check:

If the up arrow key is pressed

q é Change the sprite y position by 10
[\ If the down arrow key is pressed

Change the sprite y position by -10

Backdrop: If the right arrow key is pressed
Start Change the sprite x position by 10
I | If the left arrow key is pressed
Change the sprite x position by -10

L
[
(Taken from NCCE Teaching Programming 5- 1 year olds)
Debugging
Teaching children to Jis their erors with their coding s important:
Childrerv shoulds
Reniew the task: Look back to-the design stage:

l.

A& Tesbthe program: Runvthe program to- looks for bugs inv the code.
3. Identify the erron Look ab eachs line of code:

k. Fixthe bug

S.  Test the program agair
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Programming Skills Taught

EYES

Childrerv to- be ‘irv roles gving instructions
Experiment; with playing with gising as rohob a set of instructions

Year |

Sequence
Directional; Language using rohot step: by step instructions thery extend to- creating o sequence o instructions.
Create a simple programme. Adds as background, ands arv object(sprite). Make the sprite mowue,

Year &

Sequence
Programme o sequence of instructions into- a robot.
Create a programme withs s background, and, multiple sprites moving,

Year 3

Repetition
Recap directional language:
Creating o sequence of code

Year

Year 5

Year 6
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EYFS
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EYES Com;pui‘@ Science Throughoub’d\e Year

EaNAJ;Leoming/Goal& Ea:\lJézLe,oming,Goolsi
PD - Use a range of small, tools

PSED - Be confident to- try new- actinities and, shows independence; resiliences and, persenerance inv the face of challenge
Dewelopment, Matters

PD - Denelop their small, motor skills: so- that theyy can use o range of tools: competently, sofely and, confidently

PSED - Show resilience and, perseerance inthe face of, challenge,

End of Unit Outcomes | Look around, the school, ands erwironment, at technology withs control switches, (e:g. photocopier, alarms, washing machines; teleision

Online simulation, games - BBC wehsite C Beehies.
Talk about electronic equipment; in real life situations; (e:g. traffic lights, scanners, microwanes; cashy tills, etc) and, innvestigate how they,
work,

Encourage exploratory play with remote, control toys, wehcams, onscreen activities and, simple control desices (e:g: microware, kettle

Keg; Thread Compui‘er\ Science
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Year | Computing Spring Termy |
Tc\l)ahonal;l I,CUMM ¢ Understand, what algonithms are; how they are; implemented, as programs orv digital, desices; and that programs execute by,
following precise: and, unambiguous instructions
e Create and debug simple programs
End of Unit Outcomes | o Understand, whats algorithme are: and dewelop strategies to help find, bugs inv them
Make a, simple set, o instructions to- make o/ physical, robot mowve using directional language.

Key Thread, Compuber\ Science/Computational Thinking
Prior Learning EYFS

Intent Gime commands and, follows instructions

Plans generate and, follow a seby of instructions

Identify errors inv instructions

Practical, teacher/childrer irv role: giving and, Jollowing, instructions (algorithms) e.g: building Duplo or Lego or another toy, paint by
rumbers (Purple: Mashy resources).

e Children understand, directional language - forwards, backwards, turr Left, turn right.

e  [Expenience of programming o seb of instructions into Bee Bots/ Kubo around as mat:  Initially step by step progressing, il possible; to-
®  Children, will; create s programme and, test i ouls ony s robot. Debug any ervors.

®  Children, will, plan o route: and, write av programy for the, route using, directional language (end, of unity outcome).

Vocabulary Bee-Bot, Kubo, Jorwards, backwards; turny clears go: commands, instructions; directions; left, righty route; plany algorithmy programy debug:
Resources Purple Mash, Unity |4 Examples of following instructions to- builds Logo- Models, make o sandwichs paint by numbers

Kubo lessor plans and, Kubo sets

Purple Mash, dGo - practise using directional language to- narvigate mazes

NCCE Teach, Computing Unit; Year | Unit, 3 Programming o Robot

Bee Bot and mats

Retriemal/Assessment/ Use quizzes to check childrervs understanding of the topic language and, screerv shots o photographs of buttons on Bee Bots or tiles

End, of Unity Outcome from Kubo:  Assess children orv planning and executing a route to- program, withy as Bee: Bot or Kubo-
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Year | Compui‘ingSununor»Teva\

'C\I)MI l.Cunipulum; ¢ Understand, what algonithms are; how they are; implemented, as programs orv digital, desices; and that programs execute by,
following precise: and, unambiguous instructions

e Create and debug simple programs

End of Unit Outcomes | o Understand what algorithms are and deselop strategies to- help find bugs irv them

Make very simple programs that, lollows an algorithm

Key Thread, Computen Science/Computational Thinking
Prior Learning Year | Spring |
Intent

e Give commands and Jollow instruchions

e Plany generate and follow o seb of instructions

e Identifyy errors inv instructions

®  To understand the importance of precision inv algorithms and, programe

® To use logical reasoning to- predict what will happery

e To plan and design o simple programv using o background and o characten(s) that mowe:

Sequence of Learning Smp%wnwummprw@mbot Childrer practise irv role as programmenr and, robotx
Look at; examples of code irv projects: Learn how the projects and, blocks of code are pub together.

Looks ab hows to- set up backgrounds and, sprites(objects).

Childrer to- program arv algorithmy for o sprite to- move using directional language:
CWWWWW@WW&V@WM@W Children will programme the sprite to- move:

Resources Use ideas fromv Purple Mashy Units |.7. Examples of coding, projects Furv with Fishy Bubbles, Air Traffic: Controls

Use Free Code Chimp Jor the childrervs owry project:

Ref Purple Mash, Uniby 1.7 Learning Mat.

Retriearal/Assessmenty Use quizzes to check childrervs understanding of the topic wocabulary.
Ends of Unity Outcome Screen shot blocks of code for childrer to read/debug,

Assess childrervs independent; project:
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Year & Compuh’ng,Spl\ing/Term|

g"h"""l’,. l.C“'““’l“"” o Understand whab algonithms ares hows they, are implemented: as programs or digttls desices: ands thab programs execute by
following precise: and, unambiguous instructions

e Create and debug simple programs

Know whaty debugging s and, find, errors in their programs.

Undenrstand, thaly programs execute by Jollowing a precise set o, instructions.

algorithme and, programe.

Key Thread, Computhumce/CompufuhmaLThmhng

Prior Learning Year | Spring Termy | - understanding directionals language and programming as robot:  Creating o simple programme using

directional language.

Give commands and, Jollowr instructions

Plans generate and, follow a sebs of instructions

Begirv to- Identify errors iny instructions (debugging)

To understand, the importance of precision inv algorithms and, programs

To use logical reasoning to- predict whaty will happery

®  To understand, predictions trial and, error are important; considerations when creating programs

Sequence of Learning Childrer to recap irv role their understanding of directional language - forwards, backwards; left; and right

Children to recap the importance of gining and receinving o precise seb of instructions (step: by step ands as o sequence). Introduce the

Children, to create as sequence of instructions for a programmable: robot to- moe around, a map:

Usepx\ogmnablebog,& Kubo’wlook/cbdgbugagmgamshuchon& re!ﬁKubx}la&somplﬂn&}onmorem}ormahm

End of Unity Outcomes

Intent

o Kubo- lessor plans
Barefoot Computing (ideas Jor unplugged activities) httpsi//wawnebareootcomputing.org/prmary - computing - resources

NCCE Teach thpuiuwga Unib Year & Unib 3 Pr\og,r\am:m,g/a; Robot

Retriemal/Assessment/ | Use quizzes to check childrervs understanding of the topic language and, screen shots or photographs of tiles from Kubo:
End, of Unib Outcome | Assess children planning and executing a route on Kubo:
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Year & Compuh’ng;SununenTerma

lc\l)ahonal;l I.Cunwﬂum, ¢ Understand, what algonithms are; how they are; implemented, as programs orv digital, desices; and that programs execute by,
following precise: and, unambiguous instructions

e Create and debug simple programs

Know whaty debugging s and, find, errors in their programs.

Undmshndﬂwabwmmexmtebg}dbwmgwmsebo{ﬁmsﬁuchon&

algorithme and, programe.

Key Thread, Computer Science/Computational Thinking
Prior Lenming Year | Summer Term &

End of Unity Outcomes

Intent Gire commands ands follows instructions

Plans generate and, follow a seby of instructions

Identify errors inv instructions(debugging)

To understand the importance of precision inv algonithms and, programs
To use logical reasoning to- predict whaly will happer

®  To understand predictions trial and, error are important considerations wher creating programs
Sequence of Learning Recap directional, language skills taught, from the, prexious unit and, Y ear .
Look at; examples of code inv projects and, learry how they are put together:
Use a timer and, learn hows to- mose: characters irv different; ways:

Make multiple: characters move in directions and; collision detection

Use a timer to- make characters hide/appear:

Provide opportunities to- debug algonithms:
Cr\eateand/plun/ simple program using multiple characters; collision detection timer; hide/appear.
Resources Purple Mash, Unit; &.I Coding - Examples of Code Air Traffic: control, Princess and, the Frog, Magician

Use Free Code Chimp for the childrervs own project.
Rel Purple Mash Unity &.I Learning Mat.
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Assess childrervs independent project:

Retriemal/ Assessmenty/
End o!& Unit, Outcome
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Year 3 Computing Aubumiy Term, J
®  Use logical reasoning to- explain how some simple algorithms works and, to- detect and, correct errors inv algorithms and, programs
End of Unit Outcomes | o Plary and, weite algonithms and, programs using sequence and, repetitions and, further denvelop their computational thinking strategies
to- solme problems and errors iny their algorithms and, programs.
Hanve knowledge and, experience of using o range of. different inpub and, outputs:

Key Thread, Compub.ngSo.ﬂm/CompuiahomThmkmg/
Prior Learning Year | Spring |, Year & Spring &
Intent To plarv and, write programs that, accomplishs specific goals

To read whab o sequence inv as program does

To create and, debug programs that; implement algonithms to- achiene specific goals

To use sequence and, repetition

To understand what: o variable s v programming:

To use logical reasoning to- detect and, correct errors iy programes.

To work with vanious Jorms of inputs' and, outputs

To use sequences of commands to control physical desices using outputs

To use and debug programs that: control physical, desices (outputs)

screens, printers, speakers: Check BBC Bitesize for Jurther information

Looks ab different; inputs and, output derices

Childrer plar and, write: programe withs different; outputs: - motors; sensors, lights blocks. Follow- the Lego Spike lessory plans Jor the
Great, Admentures unit.

Childrer use the last lessorv The Great, Deserty Admenture as the end, of unit; outcome.

Resources Lego Spike Essential Sets, PPads, Lego Spike app - Great; Admentures Unit, Lego Education website hittpsi//educationlego.com/en-
gb/lessons/

Retrieasral/Assessment/ Use quizzes to check childrervs understanding of the topic wocabulary.

Ends of Unity Outcome Screen shot blocks o code for children to read/debug,

Assess childrervs' Greals Desert, Adwmenture project:
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Year 3 Computing Spring Term &
®  use logical reasoning to- explain, how some simple algorithms work and, to- detect and, correct errors iy algorithms and, programs
End of Unit Outcomes | o Plary and, weite algonithms and, programs using sequence and, repetitions and, further dewvelop their computational thinking strategies
to- solme problems and errors iny their algorithms and, programs.
Hanve knowledge and, experience of using o range of. different inpub and, outputs:

Key Thread, Compub.ngSo.ﬂm/CompuiahomThmkmg/

Prior Learning Year | Summer Termv &, Year & Summer Ternm .

Intent To plarv and, write programs that, accomplishs specific goals
To use sequence i programs

To read whab o sequence inv as program does

To create ands debug programs that) implement; algonithms to- achieve specific goals

To use sequence and, repetition

To understand, what a vaniable is v programming

To use logical reasoning to- detect and, correch errors inv programs.

Secywnwo}l_eorning/ RWWW%WM%WW

Recap whaby anv algorithm is and, the importance of precise instructions: Use unplugged, activities, iff needed
Look at; examples ol code inv projects and, learny hows they are: pub together:

Use a timer with an ‘eveny x seconds’ command and, arv ‘after x seconds’ command.
Introduce the concept of repetition. Explore examples of repetition code.

Create and plarv o simple program using multiple: characters, collision detection timers hide/appear:

Learn how to use nesting (whern a; command, ts wiittery withiny another command)).
Cmt@@mqmthubumth@skﬂl&qﬁ@ﬁnmwmqﬂmmmd&mpdiﬁmnmdneeﬂng‘ UseFr*eeCodeChUnp« Childrerv could,
create a projech similar to the jumping monkey.

Resources Purplb Mash Unity 3.1 lessons | -4

Rel Purple Mash Unity 3.I Learning Mat.

Retriemal/ Assessmenty/ Use quizzes to check childrervs understanding of the topic vocabulary.

End, of Unity Outcome Screeny shot blocks of. code for children to read/debug: Assess children's independent project:
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Year b Computing Autumiv Termy |
e Use logical reasoning to- explain how some simple algorithms works and, to detect and, correct;
End o} Unit Outcomes | o Desigrny and, write: more complex; algorithms and, programe using sequence; repetitions and, selection

®  Denelop their understanding of inputs' and, outputs Jurther; demonstrating how they can use programs to- control external, deices
suchs as sensonrs, motors and, robots:

Key Thread, Computing Science/Computation Thinking
Prior Learning Year | Spring |, Year & Spring &, Year 3 Autumn &
Intent To plarv and write programs that accomplishs specific goals

To read whab o sequence inv as program does

To create and, debug programs that) implement; algonithms to- achieve specific goals

To use sequence and, repetition

To use logical reasoning to predict outcomes

To work with vanious Jorms of inputs' and, outputs

To use sequences of commands to- control physical devices using outputs

Sequence of Learning Recap whaby arv inpub and, outpuby denvice is froms Year 3.

Recap childrervs understanding of the term algorithms.

Recap using precise instruchions: Use unplugged, activities iff necessary.

Discuss what o sensor isr ands hows programs cary control devices suchs as sensors: and, robots:

Derelop debugging, skills.

Plan, create o program and, emaluate i to- control arv external, device suchs as as robot using motors, sensors and, light blocks:
Use Lego Spike essential lessory plans.  Complete the lesson plans Jor Quirky Creations.

Childrer use the last lessor ¥ our School, Creation as anv end, of unit; outcome:

Cross curricular link to- DT create: o lampshade project:  Children create: and, use algorithms ins Crumble to- light: up s lampshade..
Resources Lego Spike Essential kits: iPads; Lego Spike app. Crumble kits, Lego Education website hitpsi//educationdego.com/en-gh/lessons/
Retriearal/Assessmenty/ Use quizzes to check childrervs understanding of the topic vocabulary

End, of Unity Outcome Screery shot blocks of. codes for childrer to read/debug;

Assess childrervs Y our school creation project.
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Year b Computing Summer Term &
e Use logical reasoning to- explain how some simple algorithms works and, to detect and, correct;
End o} Unit Outcomes | o Desigrny and, write: more complex; algorithms and, programe using sequence; repetitions and, selection

®  Denelop their understanding of inputs' and, outputs Jurther; demonstrating how they can use programs to- control external, deices
suchs as sensonrs, motors and robots.

Key Thread, Computing Science/Computation Thinking
PNmLenming yean|5urmnenTeNm9\,>’enn9\SummepTexma,>’@an3SpNn9/a
Intent To read whab o sequence inv as program does

To create and, debug programs that) implement algonithms to- achieve specific goals

To use sequence; selection and, repetition

To use logical reasoning to predict outcomes

To work with vanious Jorms of inputs' and, outputs

To use sequences of commands to- control physical denices using outputs

To use a sequence of commands to control physical: deices using outputs:

Sequence of Learning Recap whab, anv algonithm is and, the importance of precise instructions. Use unplugged, activities, iff needed.
Look at; examples ol code inv projects and, learny hows they are: pub together:

Recap concept o repetitior EXplm%@Xurnple&q!ﬁremecod&

Prosvide opportunities to- debug algonithms:

Create o simple program using arv i statement, to- change the background

Create o project that: uses the skills of a/ sequence of commands; repetition, and, arv i statement. Use Free Code Chimp:  Children could,
create arv animal themed, project (Science) using similar code to the It is raining or Guard, the Castle (Gibbon).
Resources Purple: Mash, Units 4. Lessons |- 4.

Re Purple Mash, Unit 4.1 Learning Mat

Retriearal/Assessmenty/ Use quizzes to check childrervs understanding of the topic vocabulary.

End, of Unity Outcome Screery shot blocks of. codes for childrer to read/debug;

Assess childrervs independent project:
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)’eanSCompub‘.ng/Spl\ing/Terma

National Curriculwmy
Objectires

®  Use logical reasoning to- explain how some simple algorithms work; and, to- detect and, correct errors i algorithme and, programe

End, of Unit

e  Design and write programs using sequence; repetitiony selection and, variables:.

®  Denelop greater understanding o, how to- use selection and, repetition i more, complex programs:

e Further demvelop their computational thinking showing they carn plary and, decompose tasks; explains how the algorithme they write
work and, correct errons inv their programs:

e Plar and write programs to- control external, desices such as sensors; motors and, robots and explairy about the inputs and outputes
used.

Key Thread,

Computing Science/Computation Thinking

Prior Leannlng/

Year | Spring |, Year & Spring &, Year 3 Autumn &, Year & Autumry |

Intent

To use repetition, selection irv programs

To use vaniables i programs

To desigrv and, create programs using decomposition

To design programs to- achieve specific goals

To use logical reasoning to- demelop systematic strategies to- debug algonithms

SWO}Leﬂming,

Plan, create o program and, emaluate it to- control ary external, device suchs as as robob using motors, sensors and, light; blocks:
UseLegoSpikeEseenhaLLeseomplan& Complfieﬂﬂales&omplans}onHappg/TMMdler\wuh
CW%W%MWG&AWTMG&%M#MW

Vocabulary
R

Lego Spike Essential kits. Pads; Lego Sp‘dw app; Lego Education website hitpsi//educationlego.com/en-gh/lessons/

Retriemal/ Assessmenty/
End, of Unity Outcome

Assess childrervs Get Around, Towsny creation project:
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®  Use logical reasoning to- explain how some simple algorithms work; and, to- detect and, correct errors i algorithme and, programe
End of Unit Outcomes | o Desigrny and, wite programs using sequence; repetition; selections and variables.
®  Derelop greater understanding o, how to- use selection and, repetition i more, complex programs:

e Further demvelop their computational thinking showing they car plan and, decompose tasks; explains how the algorithme they write
work and, correct errons inv their programs:

e Plar and write programs to- control external, desices such as sensors; motors and, robots and explairy about the inputs and outputes

used.
Key Thread, Computing Science/Computation Thinking
Prior Learning Year | Summer Tenm &, Year & Summer Term &, Year 3 Spring &, Year & Summer a
Intent To use repetition and, selection irv programs

To use vaniables and Junctions irv programs

To design and, create programs using decomposition

To desigrn programs to- achieve specific goals

To use logical reasoning to- demelop systematic strategies to- debug algonithms

Sequence of Learning Introduce the term vaniable: Look ab the Day and, Night: Gibbony task: ony Purple: Mash, (Unids &1 Lesson 5).
Looks aby examples of code withy multiple wariables: Learr hows to- simplify the code (animal race units S.1).
Learn, how to- add speed, to- objects (catching game).

Look ab arv example of o simulation (traffic lights).

Undenrstand, the term decomposition
Tounder*stund:the’tewm}unchom Lookzhow!,undwn&w\e/used/mﬂweFooﬂmUJgam

Childrer to create: as game similar to- the foothall game using variables and, functions.
Resources Purple: Mash, Units 4.1 Lessory S, Purple: Mash, Unit 5.1 Lessons |- 4.

Rel Purple Mash, Unity 5.1 Learning Mat.

Retriearal/Assessmenty/ Use quizzes to check childrervs understanding of the topic vocabulary

End, of Unity Outcome Screery shot blocks of. codes for childrer to read/debug;

Assess childrervs independent project:
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Year 6 Computing Aubumiy Term |
®  Use logical reasoning to- explain how some simple algorithms works and, to- detect and, correct errors iny algorithme and, programs
End of Unit Outcomes | o Desigrny and, create more complexs programs using sequence; repetitions selection and variables appropriately.
e Develop their computational thinking cany demonstrate that: they cary decompose and, evaluate their tasks and, correct errors iy their
algorithms and, programs.
e Be confident i their knowledge of inputs and outputs and, plany and, waite programs to solve tasks to- control externals denvices suchy

O&SBH.SOPSJO[ICL

Key Thread, Computing Science/Computation Thinking
Prior Learning Year | Summer Termy &, Year & Summer Termv &, Year 3 Spring &, Year & Summer &, Year S Summer &, Year 6 Autumny |
Intent To introduce children to- the: Micro Bib

To learrv what o variable s

To learrv abouts inputs and, outputs onv o Micro- Bit
To plary programv and, debug code using the Micro Bib

Sequence of Learning Childrer, wills explores o BBC Micro Bt

Childrery will learry whiats @ variable is.

Childrery will need, to- create a variable
Chddmw%explm%th@mput&andzoutput&mwfww‘o&b
Chddmdeplamcodetomkewspo&&ﬁnw

Children, will: debug code
Resources NCCE Teach, Computing Unit, 6.7 Micro Bits Lessor | ands &

Additional: Microbity Information onv Purple Mashy Units 411
Retriearal/Assessmenty/ Use quizzes to checks childrervs understanding of the topic vocabulary.

Ends of Unity Outcome Screen shot of Micro bits' and, blocks of code for children to read/debug/annotate.
Assess childrervs independent project:
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Year 6 Computing Aubumiy Term, J
®  Use logical reasoning to- explain how some simple algorithms works and, to- detect and, correct errors iny algorithme and, programs
End of Unit Outcomes | o Desigrny and, create more complexs programs using sequence; repetition; selections and variables appropriately.
e Develop their computational thinking cany demonstrate that: they cary decompose and, evaluate their tasks and, correct errors iy their
algorithms and, programs.
e Be confident in their knowledge of inputs and, outputs and plan and, waite programs to solve tasks to- control externals denvices suchy

O&SBH.SOPSJO[ICL

Key Thread, Computing Science/Computation Thinking
Prior Learning Year | Summer Term &, Year & Summer Termv &, Year 3 Spring &, Year & Summer &, Year S Summer a
Intent To use repetition and, selection v programs

To use vaniables i programs

To desigrv and, create programs using decomposition

To design programs to- achieve specific goals

To use logical reasoning to- demelop systematic strategies to- debug algonithms

Sequence of Learning Look ab & game thaty uses o timer and, if/else statements. Talk about how- to simply the code (Splathy bug)
RecaquFunriion&tosinWthecodesoibt&notrepeaie&

Looks ab as simulation (Bulys Bedroom)

Cr\eatea/gamew’thb%l@ojlsmbugg RWRO&@%@T@%AMM(LM@WWMWMM#W&M
Resources Purple: Mash, Unit, 6.1 Lessons | -4

Retriearal/Assessmenty/ Use quizzes to check childrervs understanding of the topic vocabulary.

End, of Unity Outcome Screery shot blocks of. code for childrer to read/debug;

Assess childrervs independent; project:
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Year 6 C' Summenr Termy

National Curriculwmy
Objectires

e Use logical reasoning to explainy how some simple algorithms work; and to- detect and, correct; errors iny algonithms and,
e el

End of Unit
Outcomes

® Designy and create more complexs programs using sequence; repetition, selection and, variables appropriately,
° Dmmmwmmmwmmmmmmmm
ervors irv their algorithms and, programs:

e Be confident irv their knowledge of inputs' and outputs and, plary and wite: programs to- solue tasks to- control external
demices suchs as sensors ands motors.

Key Thread,

Computing Science/Computation Thinking

Prior Leql\ning/

Year | pr\irug/L Year & Spr{ngza, Year 3 Autumuy &, Year &+ Autumr |, yeanSSpNngza

Intent

To use repetition and selection in programs

To use variables in programs

To design and, create programs using decomposition
Todesignprogmmtoad&wesped}iogoab

To use logical reasoning to- deselop systematic strategies to- debug algorithme
Todesigmtestandme!ﬁineprogm&townh\obr\obot&

Sequence o Learning

necessany:

Plan, umt&wmgxmvmdwduaf&&fownhobmexi&wabd%m&mha&ambotu&ngm senm\s/and;hg}\tblock&
Use Lego- Spike Essential, lessor plans. Completeﬂwlessomplon&}onAmwzing/Amuwnmwah
CM%WWMMTMM@AW@AWMPWO&WM#MW

Vocabulary

Resources

Lego Spike Essential kits: Pads, Lego Spike app; Lego Education website httpsi//educationdego.com/en- gh/lessons/

Retriearal/ Assessments

Use quizzes to- check childrervs understanding of the topic vocabulary,
Screen shob blocks of code Jor children to read/debug.  Assess childrervs independent, project:

Updated, July 2024



Fal\ingbon; Moss St Paul's CE Pr\imamd; School Compuber\ Science Scheme o} Work

‘End;o}UnjbOutoom& ‘

Eompuhn.g; ng,rqm; De.ﬁi,gm Sheet,

Task

Background.

Sprie(s)

Algorithms

Example of o blank planning template
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